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INTRODUCTION 


Round up your friends! Grab a ball! It’s time for STREET SPORTS™ 
BASKETBALL. 

Everybody wants to play. There’s Butch, a great leaper, and “Magic”. 
There’s Kevin, a straight A student and genius of the basketball court, 
and Dana, who’ll add spice to any game. Brad, Julie, Melissa, Ralph, 
Vic, and Radar—they’re all ready to play. And though they may be just 
the kids next door, when it comes to hook shots and slam dunks, they’re 
pros. 

So flip a coin. Choose up sides. Out on the street, the action’s just 
about to begin! 



OBJECTIVES 


STREET SPORTS BASKETBALL challenges your ball handling skills in 
a fast-paced game of street basketball. Choose where you want to 
play—the school playground, a city parking lot, out in the suburbs or in a 
back alley . Put together your own team from the best on the block. You 
can play with a friend or against the computer. Dribble, pass, and 
shoot—it’s up to you to make the right moves and take the best shots. 

While you rack up points, STREET SPORTS BASKETBALL automati¬ 
cally keeps score. Winning requires a careful combination of strategy, 
team play, and some fancy footwork on the court. You’ll need a sharp 
eye and a quick hand to come out on top. But win or lose, there are 
plenty of thrills. 



GETTING STARTED 


Loading Instructions 

For the Commodore 64®/128™ computer 

• Set up your Commodore 64/128 as shown in the owner’s 
manual. For Commodore 1 28, set system to C64 mode. 

• Remove all disks from the drives. 
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• Plug your joystick in as shown in the owner's manual. 

• Turn the computer and the disk drive ON. 

• Insert the STREET SPORTS BASKETBALL disk into 
the disk drive, with the label facing up. 

• Type LOAD"*",8,1 and press the RETURN key. 

With the Epyx FAST LOAD™ Cartridge: 

• Set up your Commodore 64/128 as shown in the 
owner’s manual. 

• Plug the joystick(s) in as shown in the owner’s manual. 

• Insert the STREET SPORTS BASKETBALL disk into 
the disk drive, with the label facing up. 

• Press the C= (Commodore) key and the RUN/STOP 
key simultaneously to load the program. 

For the Apple II® series 

• Set up your Apple II computer as shown in the owner’s 
manual. 

• Plug your joystick in as shown in the owner’s manual. 

• Insert the STREET SPORTS BASKETBALL disk into the 
drive, label side up. 

• Turn on the computer. 

For the IBM PC® and compatibles 

• Set up your IBM PC or compatible as shown in the owner’s 
manual. 

• If you’re using a joystick, plug it in as shown in the owner’s 
manual. 

• Insert your DOS disk into the disk drive (Drive A: on the two 
drive system). 

• Turn on the computer. 

• When DOS is loaded, insert the STREET SPORTS 
BASKETBALL disk into the drive, label side up. 

• Type the command SSBKB and press Enter. 



Choosing the Court 

So where do you want to play? The first menu screen of STREET 
SPORTS BASKETBALL gives you four choices: 
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• the school playground 

• a back alley 

• a street out in the suburbs 

• a parking lot 

To make your choice, move the joystick left or right and you’ll see the 
name of each court highlighted. Keep in mind: each court has its own 
advantages—and disadvantages. See that oil slick in the back alley? 
That could mean trouble. Notice that high curb on the suburban court? 
Dribbling the ball over that could require some fancy footwork. 

Look to the top left corner of the screen for a close-up of the court you’ve 
selected. Press the FIRE BUTTON when you’ve made your choice. 



Once you’ve chosen the court, you’ll select the mode of play. If you’re 
playing STREET SPORTS BASKETBALL with a friend, move the joystick 
to the far left choice. (The word HUMAN will be highlighted.) 

If you're playing against the computer, move the joystick to the far right 
choice. (The word COMPUTER will be highlighted.) Press the FIRE 
BUTTON when you’ve made your choice. 

When you play against the computer, STREET SPORTS BASKETBALL 
allows you to choose the skill level of your electronic opponent—Easy, 
Intermediate, or Tough. 


Choosing Sides 

Next, you’ll determine uniform colors for each team—green or blue. If 
you’re playing with a friend, the player who wants the green team should 
press the FIRE BUTTON. The other player will be the blue team. 

Before you begin choosing a team, however, you need a name. You can 
go with the old names—the Green team vs. the Blue team, or pick new 
names. To stick with the suggested team names, just press the FIRE 
BUTTON. To make up your own names, type in your choice and press 
the RETURN key. 
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With the team names selected, it’s time to choose sides. See that 
shining quarter in the top left of the screen? A flip of the coin determines 
who gets first pick. Move the joystick left to call heads, right to call tails. 
Whoever presses the FIRE BUTTON first flips the coin. The winner of 
the flip gets first pick. 

Check out the ten players lined up across the middle of the screen. If 
you want to know more about a certain player, move the joystick left or 
right to get “up close and personal.” Press the FIRE BUTTON when 
you’re ready to choose a player for your team. You can watch the team 
you select assemble in the lower part of the screen (green team on the 
left, blue team on the right). 



Butch : Need a topgun? Try Butch. Nobody on the block makes those 
outside shots like he can. He’s got one awesome jump shot—like he’s 
got springs for legs. 

Radar : Radar can’t run so fast, but they call him “The Slammer.” Just 
get him the ball and he’ll rocket through the air, stuffing the hoop with an 
incredible slam dunk. 

Julie : You can count on Julie in a pinch. She never chokes under 
pressure. The guys may snicker 'Butterfingers!' behind her back, but 
Julie always gets the last laugh. 

Melissa : Melissa’s got great moves: she can jam with the best of’em. 
She shies away from the spotlight, but if you need to move the ball, get it 
to Melissa. 

Ralph : Quick and agile, Ralph makes every move look easy. Some¬ 
times, though, his cap slips over his eyes and he’ll blow a crucial shot. 
(Other times that’s just an excuse!) 

Vic : Who’s wearing the radical shades? Just the sharpest shooter on 
the squad. The others call him a hot-shot, but Vic’s one cool dude and 
he lets you know it. 

Brad : Okay, so Brad’s no superstar. He’s an average shooter and an 
okay ball handler. Brad might not be the greatest, but he’s a good team 
player. 
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“Magic” : "Magic's" been playing ball ever since he could walk. Just 
check out his incredible hook shot and you’ll know why they’re calling 
him 'Captain Hook.’ 

Kevin : Known as "The Brain", Kevin’s a real whiz, both in school and on 
the court. He calculates the precise trajectory for every shot, so he 
almost never misses. 

Dana : This pony-tailed powerhouse adds spice to every game. She 
may seem a little cautious, but when things get tough, count on Dana to 
turn up the heat. 

Each team has three players. With the teams selected, move the cursor 
to PLAY GAME, and press the FIRE BUTTON to begin. At the start of 
each game, you choose what score will end the game. Move the joystick 
left and right to change the end-game score, then press the FIRE 
BUTTON to begin. (This choice can be made by either player.) 



Controlling the Players 

During the game, you control one player at a time. The player under 
your control is identified by a lighter uniform. If you don’t have the ball, 
press and hold the FIRE BUTTON to assume control of another player 
on the team. 

To move your player around the court, move the joystick in the direction 
you want to go. 


Playing Defensively 

Using the joystick, keep your player in a position near the opponent with 
the ball. A few quick moves with the joystick can keep your opponent off 
balance. And when the time is right, press the FIRE BUTTON and the 
player you control will jump up to block a pass or a shot. 

To steal the ball from an opponent, run into the dribbling player face-to- 
face. Meet head-on and you’ll come away with possession of the ball. 
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Playing Offensively 

Once you’ve got the ball, dribble it by moving the joystick in the direction 
you want to go. You can turn on a dime, make a fast break away from 
the pack, and clear a space for that dazzling slam dunk. But watch out— 
your opponents want that ball. To prevent them from stealing it, turn 
your back if you see them running head-on toward you. 

When you’re in position to pass to another teammate (your player must 
be facing the teammate), press the FIRE BUTTON to make the pass. 

You can also pass on the run—a good strategy for outplaying your 
opponents. 

To shoot, get into position facing your basket (green team on the right, 
blue team on the left). Then press the FIRE BUTTON. The player you 
control will choose the best shot for the moment—jump shot, hook shot, 
or slam dunk. 



Each basket is worth two points. The score appears automatically at the 
bottom of the screen. 



When you reach the score you chose before beginning play, the game 
will automatically end. To end the game at any point during play, press 
the RUN/STOP and RESTORE key simultaneously. 

Want to play again? You can start another game using the same court 
and players, or start over and choose up new sides. When the game is 
over you will be asked if you want to play again with the same teams. 
Choose Yes to play again. Choose No to choose new team members, a 
new court, and a new end-game score. 


Credits 


Original program and design by Andrew Spencer, Apple version by Greg Omi, IBM PC 
version by Designer Software, Ken Brown. Original artwork for Commodore 64 and 
Apple II versions by Suzie Greene, Sheryl Knowles, and Michael Kosaka. IBM PC 
version by Mike Packard. 
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STREET SPORTS BASEBALL 

Not like any baseball game you’ve ever played on a 
computer. But just like every baseball game you've ever 
played for real! 



■ Make up your team from 16 neighborhood players. 

■ Player differences: hitting, running, fielding, batting, throwing. 

■ Pitch fast, slow, a change-up, a curve or a knuckleball. You 
name it. 


Limited Warranty 

Epyx, Inc. warrants to the original purchaser of this Epyx software product that the medium on which 
this computer program is recorded is free from defects in materials and workmanship for a period of 
ninety (90) days from the date of purchase. This Epyx software program is sold 'as is”, that is without 
express or implied warranty of any kind, and Epyx is not liable for any losses or damages of any kind 
resulting from use of this program Epyx agrees for a period of ninety (90) days to either repair or 
replace, as its option, free of charge, any Epyx software product, postage paid, with proof of date of 
purchase, at its Factory Service Center. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
be void if the defect in the Epyx software product has arisen through abuse, unreaosnable use, mis¬ 
treatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER EXPRESS WARRANTIES AND NO 
OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
EPYX ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT. INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO 
THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL EPYX BE LIABLE FOR ANY 
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION. USE OR 
MALFUNCTION OF THIS EPYX SOFTWARE PRODUCT 


Some states do not allow limitations as to how long an implied warranty lasts and/or the exclusion or 
limitation of incidental or consequential damages so the above limitations and/or exclusions or limi 
tations of liability may not apply to you. This warranty gives you specific legal rights, and you may also 
have other rights which vary from state to state 

STREET SPORTS is a trademark of Epyx, Inc. Apple is a registered trademark of Apple Computer, Inc 
Commodore 128 is a trademark, and Commodore 64 is a registered trademark of Commodore 
Electronics Limited. IBM is a registered trademark of International Business Machines. 
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